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\vmMe Satmerime 


Warrior spirits composed 
from whize mana, they are both | 


immortal and ete yal, 


Any mortal who would court 


their patronage must be noble 


The world of 
ominaria. : i PLEASE ... | 
¥ : \ BEG OF YOU... 


DO _NOT MAKE 
ME DO THIS 


Che continent of Corondor, before 
recorded history. Geyadrone Dihar a 

4 busies herself conquering the : White 

atone in Casindral .. and VW. 


IF YOU CONTINUE i a 
TO DEFY ME, | = | WILL DO AS ~ 
WILL HAVE MY MEN F Fy YOU WISH .... 
\ PUT YOUR FAMILY O THOUGH IT 
TO THE SWORD! yo \ MEANS THE FF 
a DAMNATION | 
OF US ALL. , 


ARE YOU : 
CERTAIN HE HAS \3 
THE POWER TO 
OO AS YOU SAY, 

XARL? 


HE SEEMS SO... ‘ 
FATHETTIC. 


OO NOT LET SKULE'S 
APPEARANCE FOOL YOU, 

LORO MANDEK. HE IS INDEED FF 
A SORCERER OF GREAT ' 
SKILL ANO KNOWLEDGE. | SHOULD 

\ KNOW 


4 AND 
@| ORAGGED 
4 TOTHIS 


| MORE THAN 
A_COMMON 
COBBLER! 


BARBARIAN! BUT 
7 WHAT IS WRONG 
WHAT'S ESPECIALLY 
NOW, WIZARD? WRONG 1S THAT 
COWARDLY LICKSPITTLE 
STANDING AT YOUR 
SIDE! 


| TOOK YOU IN 7) YOU. SHOULD HAVE 
FROM THE J TAKEN THE OFFER \ : Core FEEL 
STREET, XARL!1 \ 7 MANDEK MADE YOu, tHO. ASH! 
SAW PROWWSE i ow | ULO HAVE LEFT 
ote ene | Lone pero 
THIS 1S HOW RECOGNIZING A " i” One 0 ONION 


OPPORTUM TY? a a FARMERS! 


YOU REPAY 
ME? 


ES 


WHY DID YOU LET HIM 
DO THAT TO ME? 


MY PEOPLE 
BELIEVE THAT A 


THE CIRCLE |S 
PREPARED. LET 
THE AV7 GAL 
BEGIN. 


CORRUPTION! 
INTUSTICE! 1 BIC 
THEE WAR SPIRITS 
OF HONOR'D 


17'S 
WORKING --!/ 
JUST AS 
XARL SAUD! 


SKULE MAS 
SUMMONED A 
SERRA 
ANGEL! 


SILENCE, SKULE. 
WE ARE DONE WITH 
YOU...FOREVER. 


7 WHICH OF YOU 


SUMMONED " Yr was | — 
7RINE OF THE MANDEK 
SERRA ANGELS IRONFIST, 
TO THIS WORLO? » WARLORD OF 
> THE DARKLING , 


= . PLAINS! 
WHICH OF you ® 2 : 


WOULD HAVE ME } 
BATTLE NN HIS 
NAME? 


Che angel Crine looks 
within the heart of the 
mortal before her, co 


judge if he is indeed 


_ YOUR 
worthy. : : em REQUEST, 
IRONFIST ... | S/ 


DENIEO! 


Al chough Mandek claims 


to be of the plains -= 


from which all white , re YOU ARE BENEATH 
magic flows -- what she ; 7 PR oe vee CGOOS 
sees at his Core is filchy ‘ ve ee 
and twisted. ' - LEAVE. _ 


Buz as dark 
and stunted 
as (NMandek 
lror fisc's heart 

may be, iz 
notching 
compared co 


what lu rks 


THE SIN OF ; within che 
PRIDE SHALL BE oe 
OUR SNBOING : breast of the 
-- MY LADY! : a Archmage 


Mandek and his men 


cringe in fear as the angel 
catches fire. Chey clamp 


their hands over their 


ears, but scill they hear 


her awful screams. 


Ic sounds as if the very 


universe has been 


4 AYE ... THE 
HORNEOC HALO 
BINOS THE ANGEL 
TOM 


GRANTED, BUT Ou! 
FALLEN ANGEL \S STILL 
FAR FROM HUMAN! IT 
WOULO TAKE OVER A 
THOUSAND TROOPS TO 
EQUAL HER STRENGTH -- 
OR HER FEROCITY! 


| AM YOUR 
¢ SERVANT -- NOW 
ANO TO THE ENO 
OF ENOS. WHO 
WOULD YOU HAVE 
ME SLAY IN YOUR 
AME? 


GODS OF 
my 
FATHERS! F 


/\S SHE NOT 
A THING OF 
BEAUTY, 


MANOEK? 


| HAVE TAKEN A 
CREATURE OF THE 
MHELWENS -- AN 
MNMORTAL -- ANO 
BOUND HER TO 
MORTAL FORM! 


i FILL YOUR HELMET 
TAKE YONDER WITH HIS BLOOD ANDO 
~ MORTAL AND BRING IT TO ME. TAKE 
BUTCHER HIM AS ; WHAT ISLEFT AND i. 
YOU WOULD A ANOINT THE ie 
BEAST OF THE Jieiipanis foots ya Maen 
FIELO. WAR 


dit 


By THIS: SIGN SHALL | 
KNOW THEM, ANO THUS 
SHALL THEY BE 

SFAREC. 


PLEAZE.. 


BuT THAT !S MY 
SISTER'S BOY--! MY 
NEPAEW! 


BLOOD SACRIFICES 
MUST BE MADE TO ON 
THE FALLEN ANGEL IF 1 if UNCLE--! 
“"TTOLB YOU THaT ee 
A SE! 
eae soe 3 PLEASE! 
STARTEL, SANDER, 


IN THE NAME 
F MY 


a VERY GOOD 


INDEED! 


MEN AS SHE 
DESCRIBED! 


Mandek fate st's 
dreaded Raiders i 
scourge of the 
Darkling Plains of ‘i aS 


Golchonor. 


Bloo 

we L need 
ger if they are To defeat the 
Golcthan army this day. Che 
Golchans area plese ce 
people, schooled in agriculture 
and trade, but they are far 


The surroundin, armers and their 
s] 
amilies have already ed to arn, 
y 


largest and strongest city in Golcthonor. 


Mandek knows his Raiders 


Lack the discipline for a 


Lenghey siege. 
Should their patience 
fray with him, he will find 
himself a warlord wicthour 


on heagh laa © Th Orth of head. 


their enemies. Perhaps it is 


merely a show of bravado... 


Or perhaps ic merely 
a token of fealcy to 
their gods of war. 


ee 


Or perhaps ie es a sign “of 


something far more deadly. 


Che screams of 
the Golchans and 
the Laughter of 


become as on 


Echoing across the 
bacclefield, 
seemingly withour 


end-- 


Ghe crowds along the 
barclements watch in 


horror as their sons, 


brothers, fathers, 
cousins, husbands, and 


_ lovers are 


consumed 


()--Uncil ic becomes a 


sound not unlike... 


a, 


in 
saneancet: * 


Che walls of Gan were 
firsc raised over a thousand 


years ago. In that Time they 


have protected its citizens 


from everything from roving 
p™ of albino dite 


wolves cto fe reign armies. 


Che Ganarians call out to 
their gods, buc iz is no use. 
She devours them with the 
ingle-minded purpose of a 
shark . without respite or 

mercy. ‘ ‘ Ice cakes Crine all of a 

hundred breaths to fir 

what she has started - 


death of a race. 


AH! THE FALLEWV 
ANGEL RETURNS! 


| HAVE DONE AS YOU « 

COMMANE. THE . | CONSUMED ONE 
GOLTHAN ARMY ANO HUNORED THOUSAND, 
THE PEOPLE OF GAN FOUR HUNORED_ ANDO 

ARE NO MORE. FIFTY SEVEN SOULS. 
: THAT WAS ALL | 
COULD FIND. 


A PEOPLE 
QECIMATEC -- \N 
LESS TIME THAN IT 

TAKES TO WIPE 
BLOOD FROM A 
SWORD! 


SUCH POWER! 

ANO IT'S AINE 

-- | POSSESS 
HER! 


MY POOR, FOOLISAL 
MANDEK, WHAT MAKES 
YOU THINK SHE'S 
VOURS? 


From that moment, the fortunes of 1 mi 
: espite The massive human 


Rarl began their astronomical rise 
= devastation, the Raiders found Gan 

relatively untouched and habicable. Ic 
was from this murdered city that 


the seeds of the Iron Kingdom 


grow: 


Che young wizard 
signed a peters, with 
the warlord, agreeing 
to aid him in che 
building of an empire, 
provided he be 
recompensed 


accordingly. 


De would die before he trod the 
Rarl spent : . paths of either his mother or 
most of his : : oe ; his smmentor. 
waking hours 
studying cEexts 
that had once 
belonged to 
Skule, and the 
arcana lefc 
behind by the 
butchered 


Nis mother had been a Temple 


harlot in the city-state of 
Balthesa. 


Like all other temple bastards, 
he was taken from his mother 
WANNA upon his birch by the 


HEY THERE, 
HONEY -- 

'? 

Segoe NVestals, and raised in the 


creche. 


Mandek Gave Rarl a keep 
to the north, in the eraggy 


mountain range known as 
the Wolf's Dackle. : 


Der devotion was such that 
This isolated fortress { | she rarely drew a sober 


would soon be known mes and . : breach. 


feared -- as Angel's 
Keep. : 


sass shi 


When Narl was seven, his mother | ‘ Liccle Inic did noc Last more than two weeks. K rabid 


was found guilcy of stealing ce : . / _ wharf tract had found her, helpless, in her i 


worshippers. : eT 


She was expel cd from 
the order. Narl and his 


infanc half-sis ter, Iniz, 


- 


went with her. 


Ic was then that Narl 
Jcame To To Turn his back 


on the higher roads. 


of Balchesa's Low Quarter, 
turned NRarl into an 
accomplished -- and 


hardened ee cde | 


encrep TEeneutr, 


HEY MISTER -- 
WANNA 
WORSHP ITH 
MY MOTHER? 


UNHAND My : xr eho 
FF OREN! : 3 ; mm | Xarl lefe the city wichour 


once Looking back. De would 


never see his mother again. 


ANO_HOW 
DARE YOU 
MAKE SUCH AN 


‘VERY WELL, XARL. | 
Wikio ts Bow! he [ AN SKULE. HOW 


i WOULD YOU LIKE 
began to climb our TO BE MY 
SPELLSOUWIRE? 


of the squalor of 
the ghecco. 


Rarl never held any maLice fi r the 
old man -- jusc contempcé. Mnd the 
day (Mandek arrived at Skule 
OOTr, Looking for sOoOmMmECcONnE who could 


summon cas els, XNarl saw his chance 


Now he is no Longer Narl Whoreson. Now 
he was Xarl Angel-Keeper, one of the 


most F ower ful men in all of Corondor. 
Indeed, all of Dominaria. 


Emissaries fre vy far-flung countries 
come to seek his boon -- either To asi 
thaz he Grane them use of the 
Peallen Angel, or that he agree noc 


to use her againse therm. 


RNarl was most willing To comply 
wee provided they met h price. Che firse 


And there were three Things that was riches. 


And the third 


was women. 


were Stteer Cee co please hino: 


SeNe TRINE--? YOU 


meetingp= & @ Ef | CC HAVE COMPANY, 
: XRNarl's / i . 


MY PRETTY. 


Mfcer alL, there 
was the Fallen 
Angel's fee to take 


into consideration. 


Cwenty-three bat eeee 


after the Fell 


_ WHOM WOULD : 
THEY HAVE ME : : : 
DESTROY? 


NEFARIOUS 
KARIANS- - 


Ba Sy) 


THE MAGIC YOU 


WOULD CALL UPON | 


IS DARK AND DEEP! 
IT DEMANDS A 

SACRIFICE EQUAL 
TO ITS POWER! 


<< 


IF YOU WOULD HAVE 


ME DESTROY YOUR 


7-7THREE 
COZEN 
THETIANS: 
IGHTY TRINE 


| BEG YOU TO 
RECONSIDER! 


THE SLOOP OF 
THREE DOZEN 
THETIANS. 


Nearly two months later, the 
a As always, the victims had been chosen 


caravan carrying the thirty-six | 
Lig) Le : from the Lower res a of society a 


sacrifices from Chetia comes to the 
ih ii the Peet the mad, the powerless. 


gates of Angel Keep. 


Funny how the sons and daughters oO 


the rich and powerful never found 
F 


themselves shipped of f To Angel Keep. 


But even amongst the dirt there 


can be glimpsed diamonds. 
cee) WHAT IS 


E-ESKA, 
MILORD. 


HERE, NOW! 
WHAT DO YOU 
THINK_ YOU'RE 

DOING, 
WIZARD?! 


OUR 
AGREEMENT 


THETIANS, 
NOT THIRTY- 


ESKA, HOW 
WOULD _ YOU 
LIKE TO 
BECOME ONE 
OF MY WIVES? 


: yy AMBASSADOR 
’ ' RURIK, YOUR 
I-l| WOULD \ AGREEMENT NAS 
LIKE IT 3 NOT WITH MIE, BUT 
VERY MUCH, WITH THE FALLEN 
LORD! oo : ANGEL. 


AS TO THE WINGER 
OF THETIANS -- THERE 
ARE $7722 THREE 
DOZEN. 


"AFTER ALL, AS GREAT A a : ] a. 
FANT RIOT AS YOURSELF : / a me (cwenty 

SHOULD HAVE NO PROBLEM Laas ee 
SACRIFICING HIMSELF IN oe Living wife. She 
sets ee ke " z [ : . ‘ : 2 also shared him a 


AN harem of twelve 


concubines... 


By the time he wa forty AG : a. Pruic ul 


two, he'd sired close to E ’ was the 
Douse of 


aeege 


_. 


art held Lizzle 


pos ion for hi 


Pre Gey: 


OF his myriad sons 0, he married 
and daughters, none them of f- 
seemed to posse ae 


the mark of a 


Ic was by then chaz 
: RNarl began us ing 
fifcieth year, the — : ee : — | magical and 
NDouse of XNarl was one of " — 8 / : : 4 ale hemicaL sources 
the most wide-sp read : : : ao ; to prolong his Life. 
and powerful families in a. 


all of Corondor. 


Che years 
stretched into 
decades, the 

decades into 

centuries. 

XNarl became 
grandfather co 
princes, TrEAT— L 


to lings. 


During this 


Time, one Thing, 
and one thing 
alone, remained 


CONSTANT in 


-Che source of 
his power. 


"SOMETIMES | 
OREAM--" 


"| AM FEYING 
THROUGH THE 
SAY = 
SURROUNDED 
BY SUNLIGHT 
ANO CLOUDS..." 


"SOMETIMES | 
OREAM--" 


eo. (ae _ 
"OF My SISTERS -- COMRADES IN ARMS -- 


WITH WHOM | AM_ONE ANDO WHOLE. BUT | ODO NOT 
KNOW THEM ... THEY ARE 20S7 TO ME NOW..." 


"THAT | HAVE 
KNOWN AN 
EXISTENCE 

OTHER? THAN 
THE ONE | 
HAVE NOW." 


I'VE SEEN YOU LIKE 
THIS TIME _ ANO AGAIN 
THROUGH THE YEARS... 
WHY DON'T YOU EVER 


MASTER ... IE | SHOWED 
a egal YOU MY PASSION, 


WOULD. YOU NOT HOLD 
ME IN CONTEMPT FOR 
IT .. AS YOU OO ALL 
THE OTHERS? 


FORGIVE ME, MY. 
LORD. IT IS JUST 


THAT 
SOMETIMES... 


° 


“ —_ i . AS YOU DO.. 
| HAVE ? i? sxe ee YOURSELF? 
THESE ° 

VISIONS... 


HUSH, TRINE... 
YOU HAVE SAID 
ENOUGH. 


LEREE WE. 

CATCH YOU WIPING gogo Be =i 
THAT ON YOUR IS THAT THE 
SLEEVE AGAIN, 

YOUNG MAN! 


=SIGH- HE 
LOOKS LIKE 


VERY WELL, 
SHOW THEM 
IN. I'LL SEE 
THEM IN THE 
AUDIENCE 
CHAMBER. 


STEP FORWARD 
ANO RECITE YOUR 
LINEAGE, SO THAT | 
MIGHT KNOW YOU. 


| AM ELAZAR, SIXTH 
BARON OF BOITE. |! AM 
YOUR WINV7A) GREAT - 
GRANOSON BORN OF 

THE WOMAN, ESKA. 


THESE ARE MY 
CHILOREN -- ELANA, 
ESKIL, ANDO LUSK. 


WE HAVE 
TRAVELED FAR 
TO PAY WOMAGE 
TO YOU, OUR 
ANCESTOR, 
GREAT FATHER. 


WHAT IS 


YOUR NAME, 
CHILD? E-ESKIL, SPI SHACTORY. 
' GREAT BARON -- 1M 
FATHER, SORRY -- OUKE 
ELAZAR. 


AS OF 7OMGA7, 
ESKIL, YOU ARE TO 


OF COURSE, 
GREAT FATHER. 
N-NO PROBLEM 

AT ALL. 


And so, after nearly | REALIZE YOU 
three centuries, er 


Narl's quesc fer a KNOW THIS -- | 


SEE 
successor came to GREATNESS 
IN YOU. 


YOU HAVE A GIFT 
FOR SORCERY, 
ESKIL -- JUST AS | 
DO. LEARN ALL | 
CAN TEACH, AND 
THE HOUSE OF XARL 
APLAR FROM — 
DI A _ 
THIS LAND. ee), 


ONE DAY, 
ESKIL, YOU 
MAY BE THE 
ANGEL 
KEEPER. 


apprenticesh ip 


was, at TirsT, 


But ic was not Long before the Keke years wore on, che 

talent began i oss he reason for Narl's search 
for an apprentice becasme 
increasingly apparent. 
Longevicy spells and elixir 
vitae can only delay the 


inevitable, not prevent ic. 


SHE IS MY 
MNUSE...MY 
re is Aa ae 
GREATEST 
WEAPON. 


oe 


a 


|-1| DON'T 
BELIEVE MY 
EYES. 
M-MASTER ... 
WHY DION'T YOU 


SHOW HER TO 
ME BSEFORE...? 


HELLO, ESKIL. 
MY _NAME |S 
TRINE. 


— 
ae 


Three hundred and fercy 
six years after the Pall 


Eskil would 
never be in the 
same room with 
Trine again 

as Long as 


Narl Lived. 


WO! SHE'S NINES 
MOTHER. CANNOT 
HAVE HER! THE 
VESTALS CANNOT 
HAVE HER! SKULE! 
THE GANARIAVS! 
NO MORTAL CAN 
HAVE HER! 


DON'T TRY TO 
TALK, GREAT 
FATHER! 
CONSERVE 
YOUR 
STRENGTH! 


NO! |WAS A 
FOOL TO 
FORSAKE THE 
MASTERY OF 
MAGIC -- THE 
ABILITY TO 
PIERCE THE 


«YOU MUST 
BECOME A 
PLANESWALKER, 
ESKIL... YOU MUST 
NEVER GROW OLD... 


NEVER OYE... 


G-GREAT 
ATHER? 


THE TIME... HAS 


FINALLY COME. | 
CAN WO LONGER 


CHEAT DEATH-- 


YOU FILL My 
AEART WITH 
YOUR FAITH, 
GREAT FATHER. 
BUT IF YOU 
TRULY TRUST 
- TEACH ME 


M 
THE SPELL -- 


--THE SPELL 

THAT B/VOS 

THE FALLEN 
ANGEL! 


WHY, KARL? 
WAY O10 YOU 
7RAP ME? WHAT 
GIP YOU COTO 


Seah 


a» foul stink rises 
sundered dungeon. Ic smells 
death and madness and deca: 
but most of all, ic reeks of evil. 


Any other man 
would have 
considered 

himself Lucky cof 

have escaped 
with his Life, 
and lefe it at 


thaz..buc not 


"SKULE... 
XARL'S 
TEACHER - 


Por good or ill, he was now the Angel 
Keeper. lz was his duty to see thar 
P Y 


Crine was recaptured and contained. 


And, on the weed 
day, Eskil firall, 
caught up wich 


his quarry. 


lronhold .. now ruled by the descendants of 
Mandek. Knowingly or not, she had returned 
to the place where it had all begun. 


Ne has Little time to prepare — he 
found Skule's nigh illegible Tomes in the 
ruins of Angel Keep... 


would have been 


archaic, even 
when Skule firse 

used ic. Sskil 
does not know ifs 


he has cadence 


righc, or stressed 


the correct 


Pprorunrciacion. 


But he 


knows this is 


his onl, 


chance flinch 
the world's 


onl, chance. 


But then ... it is as if the words are the Lock and 
he is the hey, and with a brief surge of elation, 
he can feel the tumblers start to turn-- 


And the doors of 

heaven swing wide open. 
WHO SUMMONS 

RAAEL OF THE 


SERRA ANGELS 
TO THIS PLANE? 


IT 1S |, SK OF 
THE HOUSE OF 
XARL. | NEED YOUR 
HELP, ANGEL-- 


HELP TO RIGHT A 
WRONG CONE 
LONG AGO TO ONE 
OF YOUR OW/W/ 


The Fallen Angel burns 


with hunger. Chere will never 
be enough to sate her. 


She will start again here in Golchonor, 
and move onto the vast White Woods of 


Casindral, then Stonehaven beyond. Cher Sarpadia a 


Cerisiare .. the Domains! 


THEN yOu 
WILL LYE 
WITH THEM. 


/ CARE, 
ABOM NATION! 


| STAND AS 
CHAMPION FOR 
THE MORTALS 
WHOM YOU WOULD 
DESTROY! 


| LYE YOu, 
TRINE -- BUT | 
WONT ALLOW 
YOU TO S7EAL 
ANOTHER 
INNOCENT LIFE. 


Legend has it that when the 
J 
Fallen Angel cried out that 


firal Time, the heavens 


trembled and the 
mountains echoed with 
thunder. 


MY WINGS WERE 


A .. CORVWENIENCE 


*HUKKK= NOT. ... MY 
LIFE ESSENCE. 


YOU WILL PAY 
CEARLY FOR THIS 
RAHEL! 


sy 


ws 
7 IF YOU DO NOT KNOW ~ 
( ME, TRINE -- THEN HOW 


\ 
D>» 


IS IT YOU 


NAME: 


KNOW MY 
7 


Por the firsc Time in 
centuries, the curtain of rage, 
hunger and madness thac 
has cloaked Crine's mind 
begins co life. What she once 
was -- and what she has 
become -- now floods her 
damaged soul. 


Che momenc of clarity is 


fleeting -- Little more than the 


SISTER -- THE 
CREAM NAS 
REAL... 


Perhaps this is 
happened ~ and 


With che Dorned Dalo removed, 
Crine underwent cos miraculous 
transformation, returning her 


to a state of grace, 


AU chart can be 
certain, is that 
on that day the 
Fallen Angel fell 


one Last Time. 


And one 


ended-- 


= 
es 


wEVEN THE 


DARKEST \\ ue . uy eo ee 
a YOU WERE £087— : COME FORTH 
ee eee TO US, SISTER. BUT OAUGHTERS OF 


dad perio aa NOW YOU ARE a CREATION! 


NOEILITY \ FOUND. 
YOUR SOUL. 


COME FORTH 
SO THAT OUR 
SISTER, TRINE 
OF THE SERRA, 


MAY BE 
RETURNEO TO 
HER _ RIGHTFUL 


Chere was a 
sound ... Like 
the crashing 
of a 
thousand 
swords on 
as many 


shields .. and 


the sky was 


full of 


Never before -- and not 
since -- had so many of 
the Serra massed 


together on one plane of 


existence. 


< The angels tended to their 
fallen sister, combing out her 
hair .. bathing her with | 


their Tears. 


Then, che 
ministering angels 
cradled her body, 
and carried her 
alofc artes 
whatever place such 
divine be: ings call : 
: WE. : 


GREAT THINGS 
AWAl7 YOu, ESKIL, 


YOU HAVE BEEN 


oe IS STRICKEN SL/WVO, IF YOU HEED THE : . 

: SOMEONE AS PUNISHMENT LESSON TAUGHT : ° 
THERE? FOR YOUR GREAT YOU THIS DAY, AND : 

o HELE we : FATHER'S CRIME. FORSAKE THE 


TEACHINGS OF 
XARL. 


YOU HAVE BEEN 
WASHED \N 
THE BLOOD OF 
THE SERRA, 
MORTAL. MAKE 
THE 6 al OF 


YOUR FATE 

IS WOT FAIR 

“BE tS 
SUS7. 


EVERYTHING 
Is SO 
PERFECTLY 
CLEAR-- 


And that is how Eskil, 
Great Son of Karl the 
Angel Keeper, sche dcr a i 
embrace h STiN 


Inv the Veors To come he 


would be known as Gskil 
the White, one of the 


most benevolence 


planes walkers to walk 


Dominaria's Lands... 


Buc whac, | Oda glad 


ask, became of the 
NDorned Nalo -- the 
unholy relic so 
powerful ic could 
cor rupe an angel? 


Some say ic fell inzo 
the sea and sank 


without a Trace-— 


De was Savior to the children 


— of Corondor, during the 


| Blackblade-Dihada War... 


And some say he coils in PSone 


to this very day. 


deep within che Whice Woods 


Others claim iz fell into 


the volcano known as the 


(Mouth of of the 
Damned and was 


ucterly destroyed. 


: Perhaps it is besc thar 


the stories are Notas hae 


and contrad ictory. 


Some mysteries, 
after all, are better 


lefe unsolved. 


Back in November of 1994, Armada took its first 
steps toward producing a brand new line of comics 
based on the phenomenally successful Magic: The 
Gathering trading card game. The idea of getting in 
on the ground floor of a brand new fantasy universe 
captured our imaginations, and Wizards of the 
Coast's encouraging us to help to expand their new- 
born mythology has been more than we could have 
ever hoped. True, there were some fits and starts 
(should we show our characters “tapping” their 
lands? How do we weave game mechanics into the 
dialog?), but soon we were off and running. Since 
then, it’s been an incredibly exciting year for us. As 
fans, we wanted to set a new standard for the entire 
fantasy genre in comics. As Magic players, we strove 
to reveal the many wonders hidden behind the 
_pictures on the cards. 


dozen Magic: The Gathering projects have 
merated out of Acclaim Comics’ Armada 
s far. We've seen the birth, childhood 
mee of Jared Carthalion, our very own 
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Besides the addicti 
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_ (called “Dominia”) in 
scope and detail to that 
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and strengths? With each card, thal 
made available, the story curved an 
d and crossed over itself, weaving a rich tapes- 
try of imagination. For Armada, it was no different. 


$ 


We too, played the game and studied the denizens of 
this new fantasy world. Each of us had our own 
versions of the nature of the game. Luckily for 
us, though, we had the support of Wizards of the 
Coast behind us as we put these tales to pen and ink. 
From conferences with WotC’s game designers, to 
interviews with staff writers, to countless hours of 
intense research (playing the game every chance 
we got), the universe of Magic: The Gathering began 
to coalesce. While it was extremely satisfying, it 
was by no means an easy task. Wizards of the 
Coast had a vision of their world. They left it to us 
to bring that vision into focus. From our very first 
book to our latest release, we’ve done our best 
to keep the spirit of the game alive in all of our 
stories. Of course, the most rewarding part of all has 
been watching how our work is being carried on in 
the canon of Magic: The Gathering. The universe 
of Dominia is an ever evolving canvas and we 
have been only too happy to contribute to its overall 


masterpiece. 


One of the highlights of 1995 for us was the release 
fomelands on the World of Magic: The 
_ prestige format comic. The D.G. 
- Rebecca Guay story, based on the 
ehind the Homelands expansion set, 
ightest cooperative effort between 
cs and WotC’s entire Magic team. 


i Although we have been witness to Trine’s tragic 
story, she is by no means the only angel to have 
‘fallen from grace. Above, series artist Dennis Calero, 
captures another of these wretched creatures, trapped 
i in the unearthly form of.a Fallen Angel. 


veil what would beco 


Ss graphic novel 
id 


by Madeleine Robins 


There is something intriguing about hoods and 


thugs and minions of evil, from Captain Hook to 
Hannibal Lecter; they're fascinating, albeit uncom- 
fortable, characters to hang out with. Because of that 
discomfort, humans confront evil by trying to figure 
out the how, the why: Hitler’s bad toilet-training, 
Jeffrey Dahmer’s separation anxiety. The tension, 
when we can’t find a reason, can lead to extraordi- 
nary drama (check out the current film version of 
Richard III for an example). On the other hand, the 
strictly, purely, virtuous and good tend also to be 
uncomfortable, for different reasons (my bedside 
reading table is not stacked high with biographies of 
Mother Teresa, how about yours?). As story-tellers 
and consumers, humans like our good guys to 
choose good after a struggle: we root for Han Solo 
because he’s a good guy in spite of himself. So the 
very bad are gripping; the very good are uncomfort- 
able; it’s the good gone bad who are, perhaps, the 
most fascinating of all. Human-kind loves tales of 
fallen angels. 


Why are fallen angels so compelling? They bridge 
the space between good and evil: they represent, in 
macrocosm, the struggle every human being has not 
to succumb to the Dark Side. We all experience the 
tension between doing the right thing and the 
wrong—on the microscopic personal level of “must I 
give up my comfortable subway seat to that little old 
lady over there?” Io see moral dilemma played out 
in heroic scale is not simply good dramatic: it vali- 
dates our small, and not so small, struggles. 
Aristotle, who wrote the book on tragedy (Ars 
Poetica, circa 330 BC) said that a tragic hero must be 
noble of birth, noble of character, and must fall 
through some character flaw of his own. What could 
be more tragic, more terrifying, more compelling 
than a fallen angel? 


Let's look at the history of angels for a moment. The 
literary and historical idea of angels—God’s messen- 
gers and God's warriors—dates from about the time 
that the monotheistic form of early Judaism started 
taking root. The lesser gods which had been wor- 
shipped up to that time were “folded into” the reli- 
gion as angels—the One God’s helpers (in the same 
way, local deities in the Christian era were trans- 
formed to Saints in the Catholic church). These 
deities—now angels—kept many of their attributes 
(look at a good dictionary of Angels some time; they 
not only have names, they practically have personal 
histories and psychiatric profiles!) It took the 
Essenes, a second century BC religious sect, to 
suggest a struggle between the Spirit of Truth 


(represented by God) and the Spirit of Wickedness, 
and in time that struggle came to be pictured as two 
opposing camps of angels—the heavenly host, 
clashing in combat with a horde of their fallen 


‘brothers. And who leads the fallen? Lucifer, 


the Morning Star, the angel who had shone most 
brightly at God’s side. A powerful tale needs that — 
the glamour and magnificence of the fallen one. 
Would we really care about a ne’er-do-well, kinda 
slipshod angel who'd already had a couple of warn- 
ings from God’s personnel office? As I said earlier, 
humanity tends to like its ne’er-do-wells rehab- 
ilitated (ike Han Solo) and its saints and angels 
fallen—or struggling against the temptation to fall 
(as Luke Skywalker does over the course of the 
Star Wars trilogy). 


That struggle relies on the crucial notion of free will. 
Lucifer and his hordes fall from grace (as Adam did) 
by choosing wrongly. But what about the fallen 
Serra Angel Trine? She has the attributes of a tragic 
heroine, the fierce righteousness, the beauty, but her 
fall from grace comes through the trickery of Xarl, 
the wizard. If Trine has a flaw that drives her to her 
fall, it might be pride: a faith in her own power 
which never acknowledges that mortal man could be 
a threat, and therefore leaves her open to Xarl’s wiz- 
ardry. And what of repentance and redemption? 
Trine does her vampiric evil with only a faint, amne- 
siac longing for the time when she was first among 
her sisters of glory. She longs for her former self but 
is powerless to choose good, to end her suffering, 
even to feel remorse for the carnage she causes. In 
fact, when she is released from her bondage by Xarl’s 
death, she does not cease to do evil: Trine lays waste 
to Xarl’s castle, and poises to destroy a human city— 
perhaps all of humanity. Whatever dim and 
poignant recollection she may have of her days of 
good, Trine does not have the power to change. 


The question then, is whether Trine can truly repent, 
truly be redeemed? In Aristotle’s scheme of tragedy 
the tragic figure must acknowledge the flaw which 
brought about her fall, must (in the tongue-in-cheek 
current phrase) make the fall a learning experience. 
With this understanding comes repentance, punish- 
ment, and redemption. At the moment of her death 
enlightenment, repentance, and an acceptance of her 
punishment, cleanses [rine. Even the horrific weight 
of thousands (perhaps millions) of souls is lifted 
from her in that one instants grace, and death 
becomes an act of grace. Borne aloft in the arms of 
her sister angels, Trine is indeed redeemed, 
returned, as the story has it, to whatever place such 
divine beings call home. 
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Access the fantastic worlds 
created by Greg and Tim 
Hildebrandt, Joe Quesada, 
Boris Vallejo, Julie Bell, Rick 
Bryant, David Boller, and many 

more by visiting our site at 


http://www. spiderwebart.com 
Spiderwebart brings original 


sci-fi, fantasy, comic, animation, illustration, and 
bronze art right to your computer screen. 


In our Collectibles Gallery, you can buy everything from 
limited edition signed comic books to signed trading card 
sets, prints, posters, books, keepsakes, and portfolios. 


And for those of you who just got to have that original 
painting hanging on your wall, we have a great selection. 


Spiderwebart is certainly one place on the information highway well worth the trip. 


Phone: 201-292-6857 Fax: 201-984-6194 


particular ability makes her ready for the 
defense, just after she attacks! In many ways, 
the Serra Angel is one of the most identifiable 
game here at Wizards of the Coa jfime | from the Magic: The Gathering—4th 
_ Edition set, as she has been in every set since 


Hello once again, planeswalkers! This is Shawn 
E Carnes again, one See the tried and tested rules 


action of the storyline 
of how it applies t car a bit 1 ker in power and phe 
game, as a sort of - when compared to the Serra 
play. In virtually. all Angel, but her special abili- 
i i fies make her fairly potent. 
the Serra, the Fallen 


the turn, something the 
very definitely cannot 


wouldn't be a 


format comic. The Serra Angel is 
creature that costs two white ma \ Tw sting combinations that 
mana of any color to summon. The Serra / might want to consider pairing up the 
has the flying ability, as well as tl en Angel with. One I’d recommend looking 
ability of not tapping when she attacks. This into is the card from the 


_ sacrifice to her don’t get thrown away, — 


stand-alone set Ice Age. Enduring Renewal is 
a white enchantment that costs two white 
mana and two mana of any other color. When in 
play, people play with their hands face up 
and discard any creature cards they draw. 
Creatures in play that go to the graveyard for 
whatever reason, go back to your hand as 
opposed the graveyard now. So, how does 
mesh with the Fallen Angel? The creatures. 


_go back to your hand so you can resummon_ - 
them and possibly even re-sacrifice them! a : 


while. Ronsidar using some 
Legends) or an Ornitho —they 
casting cost of zero! That makes an infi 
if you can get the right combo in 
the same time! / 


tha image of the Fallen Angel in a 
not unlike the original artwork 
Maddocks, but there are a couple 
First off, Anson’s art has no wi 


be. (Symbolically, the m 
wings to Rahel places he 
Anson might have 

creatures are flying cr 


wings to fly. To 
difference; Ans 
The single 

only what th 


Until next time, may the power of Angel 
yours. 


Tempter, 


Keel Collins Waiter 
-Nancy Collins’s name should be familiar to} orror 


fans everywhere, both those that read comic books ou 
and more traditional words-only fiction. Her first 
_ novel, Sunglasses After Dark, introduced the p ular 
_ -vampire/vampire hunter Sonja Blue. That book won 


Nancy the Horror Writers of America’s Bram Stoker An 


Award for First Novel, and she has since followed: 

“up with two excellent sequels, In ‘the Piege 
Paint It Black. 

--» She has also written several Ecintedtiy Us lai 

~ horror short stories, in addition to her other n 

Wild Blood, and Walking © Wol 

Additionally, her new novel based on Marvel 


- Comics’ Fantastic Four was just released. She has 


just edited two recent anthologies of érotic horre 
"stories: Forbidden Acts and Blood Lusi 
features a. Stephen aed Bey Sle 
_“Darklove.” 
‘She has been involved in iwpiting comic tones fe 


“some time, as well. She was the writer’ on D 


comics work for Topps: aati US. or 
Marvel (2099 Unlimited), and Verotik ( 
_ She’s also working with Verotik on a nu 
jects. Interestingly enough, Verotik 
release a comic book inte et of Suni 


~ comics with The Dhampire, tobe. Laichchett cduadstD 
~ Comics” Vertigo. imprint. Tt features a man who's 


heir See redtudcteea: Basically, 
with the: Fallen Angel on it, 


called 


miss eg she says. «Nothing he does makes hint ‘oO 


PPAR ya cs 
Right now, she’s working: « on The B 


Losers for DC Comics’ Paradox. Press, a projec 
sees as “full of failures.” In it she covers Ne 
_ Betamax, the stock market crash, and 
Geotge Armstrong Custer, among other peo 
things known mostly for how sroctibalty 4 
matically they failed. : : 
Never, one to sit still fora moment, Nagy 
working on some new fiction projects will 
Wolf, publisher.of Midnight Blue: The Sonja Bl 


Collection. On-top of all this, she is currently negi . 


tiating to do some writing for Archon Games, -a’ 
brand-new company she describes as 


- in noir-influenced gaming.” ~ 


Nancy became the writer bf. The Legend of ” 


‘a Angel that’s 
been used to pervert 


ope Sdn ihe ote nk 
pei in be arty tk. For all 


Jearn the Spbliy to 


control her, and she breaks loose and goes out to Tav. a 


- Fallen Angel for one simple reason: Acclaim asked a 


her. “I met Jeof Vita at DragonCon this. past summer. 


White Wolf. He ing tag me atid d asked 4 Vd be 


cout of people and things, and bills indiseriminately. 
Anything around her withers and. aes 


oon after he 
e Coast’s art 
ia. “He hired 
m the gaming 
he first comic 
i a half or 


nds out a comic 
2 that details his life | _ ked on quite a 
raphically (in many 
anses of the word) in an 
nderground comics-inspired 
way. Highlights include, 
Richard’s education, which 
culminates in his graduation 
“magnus cum bawdy from the 
Hell Boar Institute of Art and 
Theocracy in the winter of 
1989.” As seems typical for 
Richard, this is simply a clever- 
ly constructed version of the 
truth—at least his truth. 


In reality (at least one version of it), Richard is a self- 
trained artist. “I’ve been doing freelance commercial As editor 
art for the last fifteen years,” he states. “I started out line, Jeff 
in the business of fine arts, selling paintings. Then 
I inherited a nice, big place and knew I had to 
make a lot of money, so I got back into the comics and 
the gaming stuff. 

Gathering book 
“When I was a kid, I liked comics. I really got off on aware of my wor 
the medium, and I geared my 
work in that direction. In my 
twenties, | pretty much got} 
away from that medium entire- 
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and just painted. But that’s a | 
y to starve, so | got | 
o this childhood obses- | 
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Dennis Calero - Painter 

Dennis Calero was born in Miami, Florida, 
in 1972, the son of Cuban immigrants. He 
started drawing at the age of 1, and he hasn’t 
slowed down since. He attended the 
New World School of the Arts in Miami, and 
then went on to study at the Pratt 
Institute. 


Dennis always loved — 
comics, but his mother 
was never willing to. 
spend money on them 
for him, since she con- | 
sidered them _ too 
much of a. luxury. 
When he started get 
ting an allowance, 
though, he _ saved 
every penny to buy 
his favorites. “The 
first time, I actually Agy 
came home _ with 
ten comics, and my 
grandmother couldn't 
believe how much 
I'd spent,” laughs 
Dennis. “That was 
when Marvel was 
really cool. Simonson 
was doing Ihor, and 
Byrne was doing the 
Fantastic Four, and all these people were 
doing just amazing things. 


“When I went to high school, I saw a lot 
of the work of George Pratt, Kent 
Williams, and Bill Sienkiewicz. I wasn’t 
really aware of who they were at the time, 
or how I was instinctively following 
their work, but I knew I liked it. But I 
really developed an appreciation for them 
when I went to college. I actually studied 
under George Pratt at the Pratt Institute 
(no relation). 


“Y've always been drawn to the idea of 
sequential art. I’ve also written. I’ve pitched 
some scripts for Star Trek: Deep Space Nine, 
and I’ve been doing some other written pro- 
jects. But I’m still primarily a visual person. 
I enjoy the idea of being able to meld the 
two media into a single art form that does 
some things prose can’t 
do, and also some 
things that visual art by 
itself can’t do.” 


Still, simply enjoying 
the art doesn’t mean 
that you can make a liv- 
ing at it. Dennis kept at 
it, and his talent won 
out. “I’ve done several 
pin-ups and_ posters 
for Marvel. My big 
break came not even a 
year ago—last January 
_ [1995]—when I did an 

X-Men promotional 
painting for them. I got 
it purely through con- 
nections. 


“You have to be talented 
first, but then you have 
to keep working at it 
until someone notices you. Marvel noticed 
me because I was cheap and I would work 
fast. They wanted to give that poster to Kent 
Williams, but he would never turn around a 
painting in a week, so that was my big 
break.” 


Dennis and his wife Kristin Sorra operate a 
computer coloring studio called Atomic 
Paintbrush. They've been in business for 
two years, and things are going great. They 
just got married this year, and their honey- 
moon hasn't ended yet. 


about these people 


“Through my painting, I’ve been able to — 
in his opening sequence, Calero combined — 
elements of painting, photography, and 


-make contacts for the computer coloring 
Kristin and I do, and vice versa. There’s 
_ always someone who says, “You do painting 


as well?” or the other way around, so that’s 
“helped. I’ve done some independent pro- 


_ jects, too, just to get my name out there, 


“I was doing some trading Wie work, and 


George Pratt told me 


at Acclaim who 
were doing stuff 
with Magic: The 
_ Gathering. They were 
_ supposed to be pret- 
_ty cool, so I gave 
them a call. They 
brought me in, and I 
started doing stuff 7 
for them. 


“Originally I did the 
three painted pages 
in each |Magic: [he 
Gathering: 1) 
Wayiarer issue. At 
first, I wasn't 
thrilled with what I 
was doing. There 
was a long stretch 
over the summer 
when I wasn’t get- 
ting a lot of painting 
wortk—just small 
trading card stuff 
here and there. We 
had just gotten mar- 
ried, so I was con- 
centrating on getting a lot of coloring done 
just to pay the bills. 


“When I first started working on Wayfarer I 
felt my stuff was a little weak,” said Calero, 
characteristically modest about the much- 
admired “magic-lesson” portions of the sto- 
ries. “After the last issue I did—issue #4, in 
which I started doing all sorts of computer 
effects and also had been doing some paint- 
ing for some other people—I think I was 
warmed up and really chugging along. Then 
this came up, so now I feel I’m actually 
ready to tackle something as big as | 4)/cn 
Angel_A Magic: The Gathering Legend, 


In keeping with what Ferguson established. , 


1990s computer technology to generate the _ 
kind of special effects necessary in weaving 


a dense atmosphere of dark fantasy, gothic 
_ horror and terrible beauty. His goals were to — 


create a work of. subtle emotion, hinging 

around the relation- 
ship between an evil 
man and his all-pow- ~ 
erful hostage. 


“I'm doing the lion’s 
share of the painted 
work, picking up 
where Richard (Kane 
Ferguson) leaves off. 
At first I wanted as 
many pages as I 
could gobble up—as 
anyone would—but 
the change (from 
Ferguson’s_ portion 
to my own) takes 
_ place at a good tran- 
sition point in the 
story. I shifted my 
personal style a bit, 
so that the sequences 
blend, but other- 
wise, I move into my 
own thing as the 
story progresses, and 
the editors seem 
| to like it. 


“Don Perlin’s done a wonderful job of pro- 
viding me with layouts for my part, helping 
to speed up the painting process by giving 
me his experience with storytelling,” 
explained Calero. “Essentially, Don took 
Nancy Collins’ plot and broke it down into 
panels, page-by-page. I took Don’s pencils 
and incorporated them directly into my art- 
work. There are points in the finished work 
where you can actually see his sketches 
through the paint! At other times, I used his 
layouts as inspiration, jumping off points 
for other ideas. Anyway, it’s a really good 
script. I’m looking forward to seeing the 
final book myself!” 


- SLIDERS #1. :) 

By D.G. Chichester Dick Giordano, Mike DeCarlo 
Sliders, one of the most unique and imaginative 
TV series in recent years is headed back 
to the Fox ‘Network | as a mid-season 
- replacement, and will make its debut in comic 
stores as Acclaim/Armada’s latest action 
series! Chronicling the travels of four 
dynamic characters who “slide” to parallel 
dimensions of Earth, the comics will follow 
Quinn Mallory, Prof. Arturo, Sabrina, and 
Rembrandt as they explore Earth 1995 as 

it would be if a different path had been 

taken either personally or historically. 


The Sliders miniseries will be unique 
n that Armada has been granted 
access to spectacular concepts and 
vicious, ongoing villains deemed 
unsuitable for the TV show because 
of budget restrictions. These 
will be “Slides” reflecting the 
continuity of the series, but only 
_ available through the comics— 
making them indispensible to 
ny fan of the TV show! | 
hipping in February. 


SLIDERS TM & ©1996 Universal City Studios, Inc. All Rights Reserved. Licensed by | 
MCA/Universal Merchandising, Inc. 


ee oe 


duties, Don works as Vice 


Don Perlin.- Penciler 

Don Perlin is a living legend at Acclaim. 
He started his career as a comic book 
artist over forty years ago, and since 
then, he’s worked as a freelancer for DC, 
Chariton, National Lampoon, Harvey, 
Marvel, and even Timely (pre-Marvel 
Marvel), amongst others. He even did a 
stint on The Spirit for Will Eisner. 


Don's been with Acclaim since it’s found- 
ing, penciling many of its books, most 
notably a long run on Bloodshot, and 

his more recent work on 
Timewalker. At the time the 
company (then Valiant 
Comics) was formed, 
Don was on staff at 
Marvel Comics. A call 
from then-Valiant- 
president Jim Shooter, 
a long-time friend at 
Marvel, brought him 
on board with the new 
venture right away. 


In addition to his penciling 


President of Special Projects 
and Creative Director at Acclaim. 
(Valiant Comics was purchased by the 
interactive entertainment giant in July of 
1994.) He oversees much of the creative 
process at the company on a day-to-day 
basis, and as Submissions editor, he 
looks over all of the submissions that 
Acclaim gets from hopeful artists. Add to 
all that the fact that he’s edited a number 
of Acclaim’s superhero comics, and it 
becomes evident that Don’s an extremely 
busy legend! 


Still, he somehow managed to find time 
to contribute to Ihe Legend of the Fallen 
Angel. Don’s pretty excited by the idea of 
Magic: The Gathering. “It seems like all 


the kids are playing it,” he notes. “The 
books took off like a gunshot when we 
started publishing them last spring.” 


He likes the fact that the line has 
gone from three books per month to a 
single, monthly prestige format book. 
“I think people respond to the quality. 
Plus it makes them even more collectible. 
There are a lot of people out there 
who are going to want a copy of each 
book on their shelf.” 


_ Don got involved in The Legend 
of the Fallen Angel when 
it became apparent that 
the book had gotten 
bigger than anyone had 
anticipated. To keep 
| it on schedule, Richard 
Kane-Ferguson was 
going to need some 
help. Don was called 
upon to do the break- 
| downs for Dennis 
Calero’s painted pages. 


“Ive been wanting to do a 
Magic: The Gathering book for a 
while now,” Don says. “I've been reading 
them ali along, and they look great. 
I really enjoy that sword and sorcery 
style of fantasy, too.” He finally got 
his chance. 


All you fans of Don’s work should check 
out the upcoming 32° © °¢> series from 
Armada. Don makes the drastic shift 
from the world of fantasy to the world of 
cartoons. Then again, maybe the change 
isn't all that. After all, both "allen Angel 
and 500 ¢o°s feature beautiful, sprawling 
landscapes and weird creatures flitting 
about. Don laughs at the comparison. 
After all these years, it seems that Don is 
still having fun! 


Clyde Caldwell - Painter Popular Library, Warner Books, and Zebra. 
Additionally, his artwork has graced the 


covers of many different magazines, inclu 
ing Heavy Metal, The Savage Sword o 
Conan, Epic Illustrated, “Dragon, and. 
Dungeon. His work has also ‘appeared 0 
posters, limited edition prints, game modul 
covers, computer game covers, puzzle; 
and calendars. 


Clyde Caldwell was born and raised in 
North Carolina. A big fan of fantastic litera- 
ture by the likes of Edgar Rice Burroughs, 
Isaac Asimov, Robert A. Heinlein, and 
Arthur C. Clarke, it was only natural that, 
when it became apparent that his talent lied 
in the direction of art, he would end up 
drawing and painting in the science fiction 
and fantasy genres. 


* Clyde is likely best known 1is extensive 
After high school, Clyde left home to attend work for TSR, the creato: 
the University of North Carolina at Dragons. He painted for them for almost 
Greenboro. When he graduated with his years, including works for their 
Master’s of Fine Arts, he had already decid- through 1993 calendars. He even did the 
ed to embark on a career | fustrati of the 1987 Dragonlance calendar and 
Inspired by heroes including Frank Frazetta, the es ss orgotten Realms calendar, 
Roy G. Krenkel, and Jeff Jones, he set out to although he is probably mostly remembered 


make a living doing what he enjoyed most: for his work on the covers of the Dungeons & 
creating fantasy art. Dragons Gazetteer module series and the 


ra : io Peeniofe series. 


. 


Clyde left TSR in 1992 to become a full-time 
freelance artist. Recently, he’s done cover 
paintings for Baen Books and White Wolf. 
Also, FPG released a set of trading cards fea- 
_ turing his art in 1995. He’s currently working 
on two portfolio series (Kingdom of Knives 
ed getting cover assignments from profes- and Savage Hearts) and a Clyde Caldwell 
sional science fiction and fantasy publishers. °Ketchbook, due out in early 1996, 
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Over the past eighteen years, Clyde has pro- 
duced literally hundreds of cover paintings 
for works in his chosen field. He is best 
known for his portrayal of strong, sexy 
female characters, his favorite subject matter. 
For a sample of such work, you need turn no 


He spent his first few years out of college 
working as a commercial illustrator for ad 
agencies. However, in his spare time, he kept 
plugging away at what he really wanted to 
do, getting his fantasy-oriented work pub- 
lished in fanzines. Eventually he must have 
gotten someone’s attention because he start- 


Pictured at the right is Clyde Caldwell’s 
original sketch for the Fallen Angel cover. 
Yes, that’s right, I said “sketch!” The guys at 
Armada thought that this piece was beauti- 
ful enough to run as a cover. However, 


farther than the cover of this book. Clyde had some finishing touches to add. 
He changed the Fallen Angel’s features 
We slightly, and darkened the background to 


create a more somber mood for the piece. 


He has done book rs f h publish Oy : ia 
(ee See OS™ nothing short of brilliant. 


as Ace, Avon, Doubleday, Houghton-Mifflin, 
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Comics” brings ‘Targt 
| ilar utant Chronicles 
‘cooper Universe to the 
‘comic book world! 
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continuity. | 


“For instance, I 


the Fallen 
he continu- 


a Fallen Angel, you think © 
d, of course. I played — 


hat I'd been developing over, say, the 
last fifteen years. I had written stories about 
what a Fallen Angel was to me while I was 
playing fantasy roleplaying games. I took that — 
concept and put it into Legends, but I didn 
put the whole story into the card. 


“You say to yourself, ‘Well, that’s interesting, = 
. ik not what I originally had ese “The Serra Angel was such a big icon within _ 
but th Magic that I felt we had to have a Fallen — 
_ Angel. There's a good side, and then there are 
se that have fallen from grace. Angels are 
such a strong image—I mean period, not just 


within Magic—that the fallen aspe 
ugly side of that.” 


While that part of the card had obviously g 
ten through, Steve had some more things to 
say about how things transform on their way 
from concept to finished product. “Things get 
vane: in the creation process all the time. 
_Sivitri Scarzam, within 
s a guy, but after some time 
WotC [Wizards of the 
urned out to be a 


Legends 

. in developm« 
Coast], the char 
woman. But that’s 


“WotC feels stron ists should ee a 


sp their creative 
: he artists 


e had was dalled 
your charac- 
fine.’ 


Alchor. I asked him, ‘ 
ter’s name?’ and he said, ‘Th. 


“The thing was that once I started working at 
Wizards of the Coast, we never had time to 
game. Everyone’s always harassing me, say- 
ing, ‘You need to game,’ but Pete always says, 
with regrets, ‘We don’t have the time.’ 


“When the Alchor’s Tomb card came out, we 
to . was apropos that the character was 


“The good thing 
writing a bunch of | 
to get into the Le: 


story for The Legend 


suddenly ‘dead.’ We never get to play -any- 
_ more, so he might as well be dead! That's just 
a huge joke with Pete now. 


The ty group does come to me for 


Ojanen. The Fallen Ange 
their ranks—even if she 


“What's really nice is 
"| that, since we're still 
j rushing to develop all 


d ae Prosser) the 
akkon Blackblade, 
the next graphic novel in ‘Acclaim’s Magic: 


The Gathering line. It describes the origins of 


Dakkon Blackblade and Sol’kanar the | 
King (powerful cards from the Legends 
Chronicles expansions), and the lineage of th 
Carthalion family (which figures prominently - 
in the earlier Magic: The Gathering comics). 


“I think it’s all working out really well. I’m 
really pleased. Hopefully, they'll come back 
and say, “This went over great. Let’s keep 
doing it!” 


Anson Maddocks 

Anson Maddocks, the artist on the actual 
Magic: The Gathering Fallen Angel card, was 
born and raised in Alaska. After “a fairly 
standard” experience in high school, he 
decided to attend the University of Alaska 
at Fairbanks. He studied anatomy and art 
there for a year and a half before finally 
dropping out. 


From there it was on to Seattle, where Anson 
spent another year and a half studying art at 
the Cornish College of the Arts before drop- 
ping out again. After that, he worked for a 
while as a freelance illustrator, doing mostly 
black-and-white drawings for local newspa- 
pers and magazines. It was then that he got a 
call from Jesper Myrfors, at that time, the art 
director at Wizards of the Coast, who had 
attended the Cornish College of the Arts along 
with Anson, where they had met and become 
friends. 


While Jesper was in his position at Wizards of 
the Coast, he decided to give Anson a call to 
see if he’d be interested in illustrating games 
on a freelance basis. Jesper obviously liked 
Anson’s work, and he knew that Anson had 
been a fan of science fiction and fantasy since 
his youth. These genres had cropped up again 
and again in his early work, and that fact made 
him perfect for the job. 


Although Anson is most well known for his 
work on Magic: The Gathering cards, they 
were hardly his first assignment from Wizards 
of the Coast. When he first started with the 
company, the famous game wasn’t an inkling 
in anyone’s eye. Anson started out doing inte- 
rior illustrations for The Primal Order, Knights, 
and Pawns, all part of Wizards of the Coasts’ 
original CapSystem, a series of generic role- 
playing game supplements that constituted the 
company’s first line of products. Additionally, 
Anson did some drawings for Talislanta dur- 
ing the period of time that Wizards of the Coast 
owned that roleplaying game. 


These days, Anson still does freelance art for 
Wizards of the Coast, but he’s got other things 
on his plate, too. Followers of Acclaim’s Magic 
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the Gathering comic books will remember, for 
instance, that Anson’s work graced the covers 
of Fallen Empires issues #1 and #2, as well 
as the cover to Convocations—A Magic: 
The Gathering Gallery. The gallery cover 
featured Anson’s Hurloon Minotaur, one of 
the most popular Magic: The Gathering 
card paintings, and the unofficial Wizards of 
the Coast icon. 


When the job of creating some of the original 
Magic: The Gathering cards cropped up, 
Anson’s name was on that list. Jesper gave him 
a call, and Anson agreed to paint these strange 
new cards. In all, he did about 30 of the cards 
in the original basic game, around ten percent 
of the entire set. 


When Anson was assigned the Fallen Angel 
card, it didn’t really stick out to him. It was just 
another card for the Legends expansion for 
Magic: The Gathering. “Most of the cards are 
just names when I get them. At least that’s how 
it was back then.” 


The relationship of the Fallen Angel to the 
news to Anson when it was 
t’s something they made up 
in later. They took the cards 
em together to createsome | 
actively. 


to gear the cards to this’ 
e come up with, but that 
se. It used to be that I’d 
mes and have to come up 
myself.” Since the Fallen 
ands strongly upon the shoul- 
iginal image, it seems like he’s f 
done a pretty good job. | 


Although, his work in trading card games has — 
been where he’s been most frequently spotted, i 
Anson (dubbed “The Prince of Seattle” by — 
Inquest magazine), intends to move his skills 
into another great love of his—movies. “I’ve 
got a couple of film projects in the early stages. 
I can’t say much about them now, but you'll be. 
the first to know!” And he’s even trying h 
hand at sculpting. “I’m just broadening | 
media, I guess,” he says. 
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ics or novels 


ecial card, 

wn Acclaim 

and every comic b its story. 
ndreds of (i are 7 ut t “ever > that, once 


about? Who are the 
characters or what BAY: : a, Oy Accontng. to. - 
are the bits of equipment Fi ie os es _charact 
that are represented Fe 
on it? How do these items 
fit into the larger 
scheme of things? Is 
there actually a _ larger 
scheme of things? 


The answer is an emphatic % 

“Yes!” although it’s not Wiiiee 

completely and fully devel- : 

oped as of yet. That’s what all 

the Magic: The Gathering novels 

and comic books (like The Legend 

of the Fallen Angel) are for, as 

well as the upcoming Magic: 
The Gathering Dae 

It’s 


ott and his fellow 
is to figure out 
he information : he 
: ascertained f ee" _ Fallen 
Sengir 
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comics from A 


Welcome to a dark and violent future divided 
by a civil war. The war is fueled by Ultratech, 


a megacorporation bent on increasing 
their broadcast revenues at any cost. Their 
solution: the bloodiest public spectacle 
since the time of the Roman gladiators - 
the Killer Instinct Tournament. While the 
public frenzy is fed on human pain, 
Ultratech gets. a chance to test 
new genetically enhanced robotics. 
The combatants battle for riches | 
beyond their dreams...and the price of 
failure is death. 


The first issue of Killer Instinct 
separates the weak from the 
strong, as combatants square off 
in deadly combat. For the first 
time, game- players will know the 
secret lives of Jago, Orchid and 
the other es, and they’ ll 
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THE BLOOD OF ANGELS 

Trine is one of an elite brigade of war spirits known as Serra Angels. Hers is the 
benevolent power supreme in the universe of Dominia. Trine is ambushed by Xarl, 
an ambitious young wizard who has crafted a relic potent enough to make her his ‘ \ 
slave. Now, Xarl orders his Fallen Angel to conquer all of Corondor, setting her upon 
a centuries-spanning reign of terror that can only be stopped in a final, bloody con- 
frontation between Trine and her Serra Angel sister, Rahel. } 
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Best-selling author Nancy Collins, known for her darkly erotic vampire heroines in { 
Sunglasses After Dark, teams with popular Magic: The Gathering artist Richard Kane 
Ferguson, as well as with painter Dennis Calero and Don Perlin, to bring the origin ( 
of one of the most compelling Legends in all of Magic: The Gathering to life. 
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